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DISCLOSURE
This Presentation (the “Presentation”) contains sensitive business and financial information. It is being delivered on behalf of the Company by Boustead Securities, LLC (“BSL”).
The sole purpose of this Presentation is to assist the recipient in deciding whether to proceed with a further inquiry of the Company. This Presentation does not purport to be
all-inclusive or to necessarily contain all the information that a prospective investor may desire in evaluating a possible business transaction with the Company.

By accepting this Presentation, the recipient agrees to keep confidential the information contained herein or made available in connection with any further inquiry of the
Company. This Presentation may not be photocopied, reproduced or distributed to others at any time without the prior written consent of Boustead Securities, LLC. Upon
request, the recipient will promptly return all materials received from the Company or BSL (including this Presentation) without retaining any copies thereof, all in accordance
with the Confidentiality Agreement.

This Presentation has been prepared for informational purposes relating to this transaction only and upon the express understanding that it will be used only for the purposes
set forth above. Neither the Company nor BSL makes any express or implied representation or warranty as to the accuracy or completeness of the information contained herein
or made available in connection with any further investigation of the Company. Each of the Company and BSL expressly disclaims any and all liability which may be based on
such information, errors therein or omissions there from. The recipient shall be entitled to rely solely on the representations and warranties made to it in any definitive
agreement and the due diligence that recipient conducts.

In furnishing this Presentation, neither the Company nor BSL undertakes any obligation to provide the recipient with access to any additional information. This Presentation
shall neither be deemed an indication of the state of affairs of the Company nor constitute an indication that there has not been any change in the Company or affairs of the
Company since the date hereof, nor an indication that BSL has performed any due diligence on the Company or its affairs.

This Presentation does not constitute an offer to sell or solicitation of an offer to buy securities in any jurisdiction where, or to any person to whom, it is unlawful to make such
offer or solicitation in such jurisdiction. Investments in private placements may be illiquid, highly speculative and you may lose your entire investment.

This Presentation includes certain statements, estimates and projections with respect to the anticipated future performance of the Company. Such statements, estimates and
projections are based on significant assumptions and subjective judgment concerning anticipated results. These assumptions and judgments are inherently subject to risks,
variability and contingencies, many of which are beyond the Company’s control. These assumptions and judgments may or may not prove to be correct and there can be no
assurance that any projected results are obtainable or will be realized. Actual results likely will vary from those projected, and such variations may be material. In addition, this
Presentation does not describe certain risks associated with the Company’s business. All communications or inquires relating to the Company or this Presentation should be
directed to the representative of Boustead Securities, LLC. No personnel at the Company may be contacted directly unless expressly permitted by BSL © 2020 All rights
reserved.
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DISCLOSURE
Risk Disclaimer for Supplemental Offering Materials Based on FINRA Investor Alert Regarding Private Placement Risks

This is a private offering not registered with the United States Securities and Exchange Commission or any state. The company selling these securities is a private 
company, not a public company. These two factors mean that: (a) there is limited information available to you before you make an investment decision and, should 
you invest, during your investment to keep informed about the status of the company; and (b) the securities being offered are restricted from transfer and resale by 
you and there is no public market in which you may sell the securities. The company selling these securities has no obligation to buy them back from you or to pay 
you any distributions or dividends. You must be an accredited investor to invest in this offering. You must be able to absorb a loss of your entire investment or 
potentially have your money tied up for a long time. This investment involves significant risks, particularly with respect to economic risks specific to the company’s 
business. A Private Placement Memorandum (the “Memorandum”) accompanies this material. Do not invest before you read the entire Memorandum and pay 
particular attention to the “Risk Factors” section of the Memorandum. Seek independent professional advice before investing from your legal or financial advisors.

Cautionary Statement Concerning Forward Looking Statements

This document contains forward-looking statements. In addition, from time to time, we or our representatives may make forward-looking statements orally or in 
writing. We base these forward-looking statements on our expectations and projections about future events, which we derive from the information currently 
available to us. Such forward-looking statements relate to future events or our future performance, including: our financial performance and projections; our growth 
in revenue and earnings; and our business prospects and opportunities. You can identify forward-looking statements by those that are not historical in nature, 
particularly those that use terminology such as “may,” “should,” “expects,” “anticipates,” “contemplates,” “estimates,” “believes,” “plans,” “projected,” “predicts,” 
“potential,” or “hopes” or the negative of these or similar terms. In evaluating these forward-looking statements, you should consider various factors, including: our 
ability to change the direction of the Company; our ability to keep pace with new technology and changing market needs; and the competitive environment of our 
business. These and other factors may cause our actual results to differ materially from any forward-looking statement. Forward-looking statements are only 
predictions. The forward-looking events discussed in this document and other statements made from time to time by us or our representatives, may not occur, and 
actual events and results may differ materially and are subject to risks, uncertainties and assumptions about us. We are not obligated to publicly update or revise 
any forward-looking statement, whether as a result of uncertainties and assumptions, the forward-looking events discussed in this document and other 
statements made from time to time by us or our representatives might not occur.
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Risk factors 
We are an emerging growth company and as such, the probability of failure is high.
Most emerging growth or startup companies fail, and we may also fail. The likelihood of failure is 90% or greater based on the generally accepted historical failure rate of startup companies in the U.S. If we fail,
it is likely that you would lose your entire investment.

We have a limited operating history in a new and unproven market for our technology.
We have developed a global platform for real-time augmented reality, social teleportation, search, commerce, donation, meeting, public expression, conversation, streaming and shopping, and the market for 
our products and services is new and may not develop as expected, if at all. People who are not our users may not understand the value of our products and services and new users may initially find our product 
confusing. Convincing potential new users of the value of our products and services is critical to increasing our user base and to the success of our business.

If we fail to grow our user base our business may fail.
Wormhole is a new product that has had a private test version available in the Apple store for free download during the past year. The Platform Beta Test was limited to no more than 24,000 users across 100 
countries. Growing the size of our user base is critical to our success. Without a large active user base, we will not be able to generate any revenue or any value for the business. Our users’ level of engagement 
is critical to our success. If our users are not creating content or if other users are not actively watching live broadcasts, our app will not be widely adopted. There is no guarantee that we will be able to expand 
our user base or engagement levels. A number of factors could potentially negatively affect user growth and engagement, including if:
•users engage with other products, services or activities as an alternative to ours;
• influential users, such as world leaders, government officials, celebrities, athletes, journalists, sports teams, media outlets and brands or certain age demographics conclude that an alternative product or 

service is more relevant;
• we are unable to convince potential new users of the value and usefulness of our products and services;
• technical or other problems prevent us from delivering our products or services in a rapid and reliable manner or otherwise affect the user experience;
•We are unable to combat spam, hostile or inappropriate usage on our platform;
•we are unable to present users with content that is interesting, useful and relevant to them; or we fail to provide adequate customer service to users.
• the global internet or wireless infrastructure fails worldwide for an extended period of time

If we do not generate interesting, active user engagement, our business may fail.
If our users do not interact, share, search, donate, conduct commerce, stream content or their contributions are not valuable to other users, we may not be able to increase the number of users accessing our 
products and services and user engagement, which is critical to our business plan.
Our success depends on our ability to increase the number users of our products and services with valuable opportunities, experiences and content, which in turn depends on the opportunities, experiences 
and content contributed by our users. We believe that one of our competitive advantages is the real-time business and consumer applications, experiences, opportunities and content on Wormhole, and that 
access to these is one of the main reasons users will use Wormhole. Our ability to expand into new international markets depends on the availability of relevant local business and consumer applications, 
experiences, opportunities and content on Wormhole in those markets. We seek to foster a broad and engaged user community. If users do not contribute applications, experiences, opportunities and content 
to Wormhole, and we are unable to provide users with valuable applications, experiences, opportunities and, we may not be able to increase our user base and user engagement may decline. Additionally, if we 
are not able to address user concerns regarding the safety and security of our products and services or if we are unable to successfully prevent abusive or other hostile behavior on our platform, the size of our 
user base and user engagement may decline.
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OVERVIEW 

5

TRACTION
- 7 patents
- Platform launched worldwide
- Accessible on 4.5 billion  

smartphones
- 41,000 users and influencers

signed up with a reach of over 200
million (as of July 2020)

- Currently working to recreate the world 
by crowdsourcing real-time captures of 
the Earth, its people and their activities

CONTACT

Curtis Hutten
CEO
Curtis@WormholeLabs.com

Pete Conley
Managing Director, Head of IP Banking
Pete@Boustead1828.com

COMPANY OVERVIEW
The Wormhole™ technology platform 
potentially allows people and 
businesses to Wormhole  (Teleport 
Live) almost anywhere in the world 
and interact like they are physically 
walking around there, to socialize, 
play, shop, and more.

The Wormhole platform has the 
potential to be like the futuristic 
movie ‘Ready Player One’ - a 
‘metaverse’ for the REAL WORLD

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative and 
there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 



Ania Alexakos – VP  Bus  Dev 
Ania oversees new business opportunities globally for B2B and  B2C as well as licensing 
and new apps. She provides extensive Social Media Expertise, working with Social 
Influencers from key industries..

EXECUTIVE TEAM

Jeff Hohenstein – VP Development  
Technical leader in Artificial Intelligence & Gaming industries. fmanaged dev for major 
games at MobilityWare and Glu Mobile, creating gaming hits like Diner Dash, WWE 
Adventures and the Kim Kardashian Mobile App.

Daniel Julian – Product Mgr 
Former Organizational Development at Blizzard Entertainment,  
Contributing to development operations, risk analysis, team  
management and pipeline growth.

Rowland Hanson - Co-Chair  
Former VP Microsoft credited with the naming, branding and  
launching of the Microsoft Windows Platform, as well as the 
branding of Bowflex fitness equipment and Neutrogena.

Curtis Hutten Founder - Co-Chair/CEO  
Built Inc. 500 Fastest Growing Media Company (Live Video  Platform) VivaVision -
with Verizon; former Chairman of Soapbox Mobile acquired by Public Company OTC 
SITO; Producer of Top Selling Content and Games  for: Dreamworks, CSI TV Show 
Franchise, WWE, NASCAR Brands.

Travis Cloyd – CCO,CTO  
11 successful years in XR/AR/VR and was awarded the 2018 VR Visionary of the Year 
Award.  Developed Reality Experiences for major motion pictures and worked with 
major brands such as Universal, Facebook, HTC, and Hollywood Icons. 

Phil Ranta - COO
Facebook Executive in charge of Gaming, was COO of Studio71, growing network from 
1 billion to over 8 billion monthly views in 3 years with over 1,000 creators. At 
Fullscreen, he grew the network to the largest MCN in the world in less than 1 year.  
Both companies acquired during past 5 years.

Elisha Kriis– Dir India Dev  
Elisha heads our International Business Development and manages our team in India. She 
combines her knowledge of Social Media, Social Networking and Technology with a 
successful career as an Actress and Film Producer. She made her Hindi film debut with 
Wake Up India and started her career as the host for India’s first international travel 
channel.

Herbert Hughes – CFO 
Former Private Equity Executive and Key Executive at Bass  
Enterprises, contributing expertise to high growth areas.

Robert Fish – Chief IP Counsel & Advisor 
Bob  the founding partner of Fish & Associates, LLP and an adjunct professor at UCI law 
school. He currently oversees Wormhole patent matters.  He also is involved in technology 
industry patent enforcement programs which include inbound and outbound licensing, 
arbitration and litigation. 

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
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The World’s People, 
Their Precise 
Movements, Social 
Activity, Shopping

WE CREATED A PLATFORM THAT Aims to DIGITIZE THE REAL WORLD

7
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A LAYERED CLOUD-BASED REAL-TIME WORLD, that YOU CAN ZOOM INTO AND WALK AROUND LIVE

Social

Content

Activity 

Earth

Communication

Avatars

© 2020 Wormhole Labs, Inc. Proprietary and Confidential     |     8
For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 

and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 
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● The Wormhole™ technology platform & crowdsourced 10D Mesh potentially allows people and businesses to 
Wormhole  (Teleport Live) anywhere in the world

● Human-like interaction as if you are immersed and actually physically walking around as an avatar with other people 
● Interactive and commerce enabled: socialize, crowdsource, request, play, shop and more

WORMHOLE™ WHAT does this platform enable people to do? 

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 9



FOR THE REAL WORLD, WITH DNA FROM GAMING

200M Copies Sold as of 
March 20202

1 Billion Cumulative Downloads 
as of March 20191

290M Cumulative Downloads as 
of November 20193

Billions of people, particularly Gen Z & Millennials, are potentially conditioned to interact in ‘pretend’ worlds.  We 
aim to be the first-to-market, patented platform to use the features of pretend worlds, including avatar-to-
avatar interactions, and bring these features into the real world.

Pokemon GO Minecraft Roblox

+ +

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 10
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Wormholing is a new technology category and aims to be a blend of Pokemon GO + Google Maps + Roblox & Minecraft + Amazon retail 
+ Nextdoor + Extended Reality and A.I. – potentially connecting you to people, games, places and things in the world that are 
meaningful to you LIVE. The Platform intends to deliver an experience like you are actually walking around and physically present, 
allowing you to potentially socialize, shop and experience the real world.

Experience as if you are actually 
immersed there walking inside the 
scene with the other people to 
interact - LIVE

Enhance the moment and 
interact with what’s in front of 
you           

Or tell it where in the 
world you want to 
Wormhole to

WORMHOLING: A NEW TECHNOLOGY CATEGORY

1 2 3

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 11



EVOLUTION OF DIGITAL INTERACTION 

WORMHOLING:
Potentially the FIRST GLOBALLY SCALABLE Live HUMAN-LIKE 

INTERACTION LIKE YOU ARE ACTUALLY PHYSICALLY THERE

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 12



Now, potentially more than ever, we need creative ways to feel present 
with other people… for more transcendent digital social experiences…  
it’s potentially clear that we want to come together, not just in Instagram 
DMs and email threads, but as avatars navigating shared spaces.

TIMING: We believe The WORLD is ready for Wormhole™ 

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 13



THE TECHNOLOGY



Messenger &
Chat Rooms:
Delayed response, Text-
only

Social Media (Facebook, 
Twitter, YouTube, TikTok): 
Delayed Response, multi-
media

Passive Live 
Streaming (You watch, Zoom 
Meetings): Synchronous, Video 
Only

Wormhole - Live Immersive 
Teleportation in the REAL WORLD (you 
go potentially anywhere in the world 
and interact, socialize, play, shop like 
you are actually there): Presence, 
synchronous, multi-media

Video Games (You play in a 
fantasy world: Roblox, 
Minecraft, Fortnite): Sense of 
presence, synchronous, audio chat

Potentially a better and more human-like way to communicate, interact, socialize and conduct commerce 
remotely

EVOLUTION 

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 15
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A WORLD BUILT BY THE PASSION OF THE CROWD: PEOPLE CAN NOW potentially CREATE THE WORLD IN REAL TIME

OLD: Cameras on cars created the original 
mapping of parts of the Earth. This produced 
what we believe to be outdated lifeless, 
“commerceless” map locations for only parts 
of the world. 

NEW: Wormhole allows anyone with a phone to 
potentially recreate the world digitally with real-
time volumetric “slices of life” thus mapping the 
world in 10D by the “crowd” (crowdsourced) 

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 16



1 
2 
3 
4  
5
6  People - Avatars
7  Crowdsourcing
8  Commerce
9  Social Network
10 A.I. Personalize

SPATIAL

TIME

10D Instant 
Volumetric
Capture & Creation  

WORMHOLE 10D Volumetric Capture potentially allows anyone with a phone to instantly create a fully interactive 
10D space that is mapped and stitched to others in the world.  A global crowdsourcing platform.

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 17



WORMHOLE USERS ARE CREATING VOLUMETRIC “HOLES” ON 6 CONTINENTS 

600

608

618

606

610

612

602

614

604

616

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 18



THE Real-world WORMHOLE metaverse

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative and there is risk of the total loss of your investment. Past 
performance is not indicative of future results. See disclosures at the beginning. 19



INTELLECTUAL PROPERTY:  Patent and IP portfolio

The Wormhole Technology Engine is Patented,
with 7 broad patents approved and multiple additional patents 
pending in the areas of walkabout reality, video feeds and video 
streaming, metaverse, remote communication, messaging, portals, 
product placement and advertising, spatial creation and computing, 
experience analytics, mapping, content and remote experiences. 

20For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative and there is risk of the total loss of your investment. 
Past performance is not indicative of future results. See disclosures at the beginning. 



Multiple markets



PLATFORM: Many Industries can Use and potentially create Revenue SHare

• Travel and Tourism
• Distance Shopping/Retail
• Remote communication
• More intimate social interaction
• Connecting people playing games 
• High School/Millennial Social 

Network
• Dating
• Education/Distance Learning
• Entertainment/Sports/Live 

Events
• News
• Real Estate

• Shipping & Logistics
• Medical/Healthcare
• Legal Cannabis 

Shopping/Delivery
• Market Research
• Sales Force & Enterprise
• Financial Services
• Automotive
• Research and Education
• Advertising Agencies
• Philanthropy
• Training

Wormhole™ Technology can potentially be licensed for many different uses and markets:

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 22



Daily utility for people socializing, playing, shopping and 
multiple business uses, 
personalized & filtered for each user

Social / Gaming / Distance Shopping Travel / Tourism Real Estate

API’s SDK’s

Main Software 

Engine

Third Party SolutionsOPEN PLATFORM BUILT TO SCALE:
THIRD PARTY CAN ADD BRANDED 

WORLD/APP INTO WORMHOLE

?

Wormhole makes it potentially easy for companies to integrate and create value

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 
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initial market:
young Innovators / 
viral-sharers



MEET the young innovators: 2.4 BILLION1 gamers WHO LIKE TO PLAY GAMES & do it to socialIZE

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 25

1Newzoo (March 2019)

2Bloomberg (March 2020)
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initial TARGET: LARGEST ENTERTAINMENT MARKET - $152.1 BILLION GAMING market (Newzoo June 2019) 

Why Gaming?
1. “Gaming is now the world’s  

favorite form of 
entertainment, as the 
gaming industry generated 
more revenue last year than 
TV, movies, and music did.” 
source: Reuters (June 2018)

1. Can generate ‘viral growth’  
user base of millions in 
months

1. Revenue generation while  
growing users – gamers 
are conditioned to spend

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 26
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traction

Wormhole Labs signs up user base at TwitchCon
with top influencers’ reach of over 200,000,000

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 27



STRATEGY: Partnership with Amazon’s TWITCH - #1 Gaming AUDIENCE

Key Influencers

• Influencers on Twitch, 

YouTube, Twitter and 

Instagram

• Influencers are highly 

motivated to make money on 

Wormhole

Launching with 

17,000+ Influencers to 

base of 200M

• Tested in over 100 countries

• Potentially scales globally

• Operates in all major markets  

worldwide

Distribution Channels

• Twitch integration and  

extension with Wormhole

• Integrates and activated from 

Discord, YouTube and Twitter

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 28



Clubhouse  
Decorations
$.99-$99.99

In-Scene  
Advertising  

& Donations

Affiliate 
Linked

Purchases

Wormhole  
Generates  
Revenue:

Skins  & In-
App

Purchases
$.99-$99.99

Gaming-oriented users are programmed to engage with and pay for gamified ecosystems. This translates 
to potential incremental revenue for Wormhole, the influencer and any integrated platforms.

MONETIZATION: BUSINESS MODEL & PRICING

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 29



COVID-19 HAS CREATED A NEW NORMAL 

● Universities are cancelling semesters      
& giving back tuition

● Real estate agents are not showing 
houses

● Retailers must limit the number of 
shoppers in a store

● Physicians office visits have declined 
dramatically

● Employees cannot be adequately 
trained

● Who survives will depend on who 
adapts to the new normal

WHY WORMHOLING? BECAUSE COMPANIES NEED A SCALABLE 
SOLUTION FOR EFFECTIVE REMOTE ‘HUMAN LIKE’ INTERACTION
THAT DRIVES COMMERCE

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 30



EXIT OPPORTUNITY 

Companies and 
industries affected by 
COVID-19 will drive
“early adopters”

We believe there is currently no solution for globally scalable human-like 
remote communication and interaction for users and brands during COVID-19. 
Wormhole’s patented platform becomes a potential 2020 acquisition target.

Innovators
2.5%

Early Adopters
13.5%

Early Majority
34%

Late Majority
34%

Laggards
16%

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 31
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Gamers -
Innovators



Raise
Raised To Date $15MM
Round $10MM Exit Strategy

Possible Acquisition of Company 
by Strategic or IPO:

Examples: 
Amazon (Twitch),  Microsoft, 
Google, Facebook, Tencent,
Alibaba, Leading Companies 
in Ecommerce, Tech, Gaming & 
Media

USE OF FUNDS & EXIT STRATEGY

Use  of Funds

General & 

Admin

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 32



Case for wormhole labs

SOLUTION TO A REAL NEED
Timing: COVID-19 has Silicon Valley potentially racing to find the next 
socially-distanced form of communication. Trying to follow the recent 
international Protests have shown there is no solution to location and 
time-based content discovery, especially one wherein you are walking 
around as an Avatar with the protesters. That’s Wormhole.

Social Behavior: We believe Gen Z is looking for immersive, social 
experiences for authentic, real-time engagement. That’s Wormhole.

Brands and Companies: We believe brick-and-mortars are dying and 
Amazon is dominating. For businesses to compete, they need a more 
immersive way for users to ‘shop’ outside of Amazon-dominated 
traditional search.  That’s Wormhole.

Accessibility: Platforms need accessibility to scale. The next disruptive 
social experience must function on all connected platforms, primarily 
smartphones, not expensive gaming computers or VR devices. That’s 
Wormhole.

Scale: We believe this is the creator generation. A ‘metaverse’ can’t scale 
unless the crowd is used to create environments, populate the data set, 
and use each other to engage and entertain. That’s Wormhole.

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 33



Wormhole Labs, Inc  

Curtis Hutten, CEO  

curtis@wormholelabs.com

Thank You

A brief Appendix follows

Boustead Securities, LLC

Pete Conley, Head of IP Banking

310-383-7874

pete@boustead1828.com
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Scaling Realtime Global Events
● Potentially provides millions of users a real 

time view of events across the globe
● Potentially Millions to billions of events per 

second
● Prioritize data to stream to every device

Solution
● Tile the world in hierarchy of regions at 

different scales
● Aggregate statistics in these regions
● Permit clients to subscribe to streams of 

aggregated stats
● Stream only what is needed
● Push from server to client

APPENDIX: A PATENTED Realtime Global Simulation & DATA DELIVERY PLATFORM

For illustrative purposes only. There is no guarantee that any specific objective will be achieved. Investments may be illiquid, highly speculative 
and there is risk of the total loss of your investment. Past performance is not indicative of future results. See disclosures at the beginning. 35



APPENDIX: A LAYERED PATENTED CLOUD-BASED TECHNOLOGY PLATFORM

Machine Learning

Social
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APPENDIX: Architecture Summary (Device Perspective)
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